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Introducing MLB 06 The Show, the most realistic baseball experience ever. Step 
up to the mound in Franchise, Career or Rivalry mode and prove you belong in the 
bigs. Don’t, and you might end up throwing balls in a different kind of league, like J.T. 
So, you ready for The Show? 
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E IN YOUR WXRLD. 
PLAY IN OURS! 











From the make's r ( G)r® Turismo* comes Tourist Trophy, 

the most realistic motorc^WJ|mulator ever created. 

Featuring over 35 real-life and fantasy SBaWW^stomizable 
riding gear, and over 100 licensed sport bikesand graphics 
that-trulycapture the fluid movement of man and macnrW 
So zip up the leathers and open up the throttle. Nothing gets 

you closer to the action thaiTourist Trophy. 

www.touristtrophy-thegame com 
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GRAB LIFE BY THE HORNS 


IT’S ANYTHING BUT CUTE 
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Blunders 
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O h, you didn't 
know? Well, you 
should have asked us! 
We've got the scoop on 
PlayStation 3's first 
wrestling game. You 
can tag in on page 34. 
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THE WAIT IS OVER 



ADVENT C H I L D 1 E R 


AVAILABLE FOR THE FIRST TIME ON 
2-DISC SPECIAL EDITION DVD AND FOR PSP™ 

4.25.06 



DVD SPECIAL FEATURES 


• Feature Film including original Japanese 
language with English subtitles and an 
English dub 

• Reminiscence of FINAL FANTASY VII 
Story Digest 

• The Distance: Making of Featurette 


• FINAL FANTASY Ull: Advent Children Venice 
Film Festival Footage 

• Sneak Peek of upcoming FINAL FANTASY VII 
games 

• FINAL FANTASY Ull: Advent Children trailers 

• Deleted Scenes 
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WHAT’S HOT IN THE WORLD OF PS2, PSP, AND PS3 


How it will connect 
you with other gamers 
like never before. 
Plus: a new PSP! 


avs-rFurian 3 


T wo issues back, PSM broke the news that Sony had a full online 
service for PS3 just waiting to pounce on Xbox Live feature-for- 
feature. This month, we can reveal more about its plans to out-do 
the competition, redefining the concept of an online gaming 
community and making the PSP even more of a must-have gadget. 


PlayStation World 

The working name for Sony's online 
endeavor alludes to not just the fact 
that it will connect gamers from all 
around the world competitively and 
cooperatively, but also the world of 
new communication concepts it will 
introduce to console owners. Sony 
has revealed to PS3 developers plans 
to make the system a hub for your 
gaming life, not just different forms 
of entertainment. In an overview 
of the service given to technical 
directors and programmers, it has 
detailed several key features of 
PS3 not previously attempted on a 
videogame console. 


Shared Experience 
Voice and text messaging are 
shoe-ins for Sony's service, but it's 
not stopping there. PS3 owners 
will, according to several of PSM's 
development sources, be able to use 
their systems as "lifestyle servers" 


— other people on their buddy 
lists will be able to access a sort of 
blog or "bulletin board” hosted on 
their system, even when it's not in 
use. One example PSM was given 
involved PS3 owners being able 

to record video journals to their 
consoles using the next-generation 
EyeToy, which could then be viewed 
by anyone they wanted. This falls in 
line with comments made by Sony 
at E3 2005 about the possibility of 
using PS3 as one's own "TV station," 
in a sense. 

Developers have'also been 
briefed on the system's ability 
to share its owner's photos and 
even recordings of their best 
performances — or "run-throughs" 

— in games. 


PSP Enters the Picture 
PSM has previously confirmed that 
PS3 will ship with the ability to 
stream video, audio, photos, and 












PSP, no matter where they are in the I 
world, as long as they can connect I 
to the internet. Now we've learned 
that the portable will factor into 
the equation in yet another way. 

Users will be able to take photos and 
record video with their PSP and send 
them to their PS3s from wherever 
they are. They can then access them 
at a later time, view them when they 
get home, or choose to share them 
with friends. PSP can also be used 
to view photos and videos shared on 
your friends' PS3 consoles over the 
internet. 

TiVoonthe Go 

Speaking to developers, Sony has 
also reaffirmed its plans to build 
digital video recorder, or TiVo- 
Iike features into the PS3 (similar 
to the Sony PSX). More details 
have emerged concerning the 
functionality, specifically as it 
relates to PSP. According to several 
of our sources, Sony has shown 
mock-ups of a PSP application 


— potentially part of a future firmware 
update — that can be used to browse TV 
listings and set up programs to record 
over the internet. The PSP can also 
be used to watch recorded programs 
streamed to it by their PS3s at home. 


developers have been told, they'll be able 
to video chat with multiple people on 
their friends list simultaneously using 
the EyeToy. However, they will also be 


PS3s or connected to the internet via the 
PSPs using a new feature that will track 
the availability of their friends. The 
interface is said to be identical on the 
PS3 and PSP in order to keep things as 
straightforward as possible. 

A New PSP and the PS3 HDD 

Most of this new functionality relies 
on three things: PSP having a camera, 
PSP having a microphone (already 


UMD), and the PS3 having 


a lot of storage space. The camera/ 
microphone can (and probably will) be 
easily added to the PSP in the form of 
peripherals. However, the development 
sources PSM has spoken to tell us that 
Sony's official developer documents 
make multiple references to the 
camera and microphone being built- 
in features of the PSP. Yet others have 
fold PSM that Sony does, indeed, have 
a slimmer, trimmer model of the PSP 
in development that features a built-in 


onboard flash memory (in addition to 
Memory Stick slot). 

On the PS3 front, developers aren't 
being told they can make games with 
hard disk drive support just yet, but 
it is definitely mentioned quite often 
in Sony's insider overview of the 
PlayStation 3 "experience.” 

PSM will have more details on the 
PS3 hardware and its functionality ne> 
issue, which follows the annual Game 
Developers Conference: a hotbed of 
industry gossip. 



0WN A P(£C£ 8F PS3 EARLY 


T ired of waiting for the PS3? Desperate to touch a Blu-ray 
Disc? Got an extra grand burning a hole in your pocket? 
While you wait for the PS3 to play BD games, you can play 
BD movies on May 23rd. The first Blu-ray Disc player hits stores that 
day, Samsung's $1,000 BD-P1000 model. Shortly after, Sony and 
Pioneer will offer similarly priced players, including the first BD 
compatible VPC (a Sony VAIO). 

So far, 13 Blu-ray Disc movies are scheduled for launch, 
including flicks like House of Flying Daggers, Resident Evil 
Apocalypse, and Hitch (basically, all the movies you just bought on 
UMD - sucker!). 

At press time, only Lionsgate have officially announced 
prices for their discs: $29.99 for the more popular action and 
comedy flicks, with a couple dramas hiked up to $39.99. Steep 
prices, but DVDs were pricey when they first came on to the 
scene, too. Costs should drop if the format takes off. 

Here at PSM, we're happy to wait for our PS3s before diving 
into hi-def movie goodness. And keep in mind, you'll need 
an HDTV with an HDMI connection to see any significant 
improvement with Blu-Ray Disc movies, anyway. 



THE FIRST BLU-RAY DISC MOVIES 


May 23 

50 First Dates (Sony) 

A Knight’s Tale (Sony) 
Crash (Lionsgate, 
$39.99) 

Fifth Element (Sony) 
Hitch (Sony) 

House of Flying Daggers 
(Sony) 

Lord of War (Lionsgate, 
$39.99) 

Resident Evil 
Apocalypse (Sony) 

Saw (Lionsgate, $29.99) 
Terminator 2: Judgment 
Day (Lionsgate, $29.99) 
The Last Waltz (Sony) 
The Punisher (Lionsgate, 
$29.99) 

XXX (Sony) 


June 13 To Be 

Kung Fu Hustle (Sony) Determined 

Legends of the Fall (Sony) Black Hawk Down 
Robocop (Sony) (Sony) 

Species (Sony) Bram Stoker's 

Stealth (Sony) Dracula (Sony) 

SWAT (Sony) Bridge Over the River 

Terminator (Sony) Kwai (Sony) 

Desperado (Sony) 
June/July For a Few Dollars 

Frank Herbert’s Dune More (Sony) 

(Lionsgate, $29.99), Guns of Navarone 

Resevoir Dogs (Lionsgate, (Sony) 

$29.99), Sense and Sensibility 

Stargate (Lionsgate, (Sony) 

$29.99), Underworld Evolution 

The Devil’s Rejects (Sony) 

(Lionsgate, $39.99) 

Total Recall (Lionsgate, 

$29.99), 


SONY 









In a brilliant masterstroke of castir 
WWE superstar Kevin Nash plays 
Bass, a character that was initially 
blatant rip-off of Nash’s good bud< 
Hulk Hogan. 


It’s expected that Sony 
add to its strong lineup 


replays and participate 
tournaments. More as v 


First God of 
War 2 Details! 


-i. 

SB* 


Also at E3... 
GT4 Online 




Videogame 
Movies Still 
Sucking 

r ot Shocking: Another 
being made into an awful 
Shocking: Game-slaying director 
[ Uwe Boll has nothing to do with it. 

In the dubious tradition of Double 
Dragon and Street Fighter: The 
Movie, DOA: Dead or Alive is set to 
implode in theaters this fall. 

Marketed under the tired prem- 
ise of “These girls KICK ASS!!!,” 
DOA comes complete with such 
groan-worthy dialogue as “perfect... 

I broke another nail.” You’d think 
that, if recent flops like Catwoman, 
BloodRayne and Aeon Flux have 
1 taught us anything, it’s that ass-kick- 
| ing girls kick a very low amount of 
ass at the box office. 

Curiously, the series’ 
signature element - big, 
bouncing bazoombas - are 
nowhere to be seen, 
j Although the movie’s trailer 
' does show off a fair amount 
I of skin, the filmmakers 
have significantly “downsized” the games’ star' 
attraction. Whether or not the film will match the 
series’ requisite number of up-skirt panty-flashes per 
minufe remains to be seen. 

Admittedly, the most we’ve seen of this movie are 
these screens and a trailer, but, c’mon... just look at 
it. If DOA ends up being any fun at all, it's sure to be 
of the “we’re laughing at you, not with you” variety. 
We’ll try 




Oh, it gets worse... 

Next up, BloodRayne and House 
of the Dead director Uwe Boll 
returns to what he does best: kill¬ 
ing the dreams of movie-loving 
game players. Boll’s claims of 
being offered a Metal Gear movie 
have thankfully been debunked, 
but nothing will save Postal, Hunter: The 
Reckoning, Fear Effect and Far Cry from a full-on 
Bolling over the next two years. 


K ratos, star of PSM’s game of the year for 2005, is 
chain-blade ripping his way back into action... on 
PS2. The God of War sequel, expected to debut 
at this year’s E3 trade show in May, continues 
the tale of the Spartan anti-hero with a grudge against the I 
Greek gods, especially with one particular, lightning bolt¬ 
throwing one (For the sake of those who haven’t beaten 
the first game — and if you haven’t, for shame! — we 
won’t go into details.). 

He’ll reportedly have new moves and abilities at his 
disposal for this adventure, including some planned for 
the original game, but cut before release. In addition 
using his Blades of Chaos-like grappling hooks to swing I 
and pull with, Kratos is said to acquire a gliding ability by $ 
vanquishing Icarus (that was planned for GOW1) and full- 
n flight by finding Pegasus. New weapons are said to 
include a bone sword and hammer, joined by new items: 
the legendary Amulet of Fate and The Golden Fleece. 

Like the original, God of War 2 is expected to release 
after the holiday rush, likely putting it on shelves in 
January/February 2007 and making it one of the last true 
I PS2 mega-games. 


NEWS & VIEWS 


PSM s take on this month s most noteworthy ^openings 
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OFF DA FOOT 


Mild Language 
Mild Violence 


.andlstreetballgame. 











“Score one for realism.” 

—lup.com 



“The true spirit of streetball.” 

-IGN 


IT S ALL ABOUT THE MOVES. 

,1™ 0 «ALLYGURS? 

^■1 

STREETBALL 

AVAILABLE NOW 



i AND 1® contract by bringing 1 
is to their feet in Story mode. 


i competition online and off with i 
ew I BALL™ Control system. 


rate your own player and original i 
i revolutionary Create-a-Move edi 1 
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FANDOM 


Step up and share 
love for PS2 with 


HIT US WITH YOUR BEST STUFF! 

Get over to psmonline.com and submit your displays of 
fandom — fan art, cosplay, custom toys... you name it, we 
want it! The best of the best will be displayed here each issue! 


psrn.ganiesraua .corn 

_ 

















MAY'S BIG RELEASES 


FUTURE OUTLOOK 
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Dear PSM, 

I noticed in your review for True 
Crime: New York City that compared 
to scores given by other publications, 
yours were quite high. The other 
publications spoke of a large amount 

B eal problems and were 
ed as such an annoyance 
doubt you guys could 
: missed it. Perhaps there 
re two different ver- 
ions that were reviewed? 
Could you please 
give me your take on 
this? —Josh Turzak, 
Macomb, Ml 


variety as we did in the 90s. 


Guys, 

In the March issue on the 


I TOM: Interesting question, Josh. 
I I can assure you that the version 

■ we reviewed did not have any 

■ major technical issues. It’s cer- 

r tainly possible that other publica¬ 
tions had different versions than 
we did, though, which might explain 


s one: Do you think we coi 
special edition for the PS: 
ars said they wanted in, bi 
any possibilities for a spec 
s would really like some m 
jntil the sequel. —Joseph 


My question is a simple 
sibly see a God of War s 
all the things the creator 
get in? There are so mar 
tion. I’m sure most fans 
of War to tide us over un 
Cameron, MO. 


theoretically possible that we 
■ special edition. However, as f 
such game in the works, so I \ 
I were you. Supposedly much 


God of W 
o hopeful 


Have a question for the PSM team? Want to 
sound off about something we wrote? Visit 
psmonline.com to get in touch with us! 


GOD OF MORE? 


some of the problems they spoke of 
Hope that helps. 


TOM: Well, I agree that the 90s ' 
certainly good years as far as gam¬ 
ing variety goes. However, as for 
the future, it's unlikely that any new 
companies are going to get involved 
with the console war, as it would 
just not be economically feasible 
for a company like Atari to compete 
with the likes of Nintendo, Microsoft, 
and Sony. With the cost and time 
commitment it takes to make a next 
generation system, if you’re not in the 
mix now, you’re too late. And since 
there’s only three companies going at 
it anymore, and it will be a few years 
before any of them even start talk¬ 
ing about next-next-generation stuff, 

I don’t think we’ll ever see as much 


TOM: Actually Corey, we here at PSM 
are so excited about Jaws Unleashed 
that we plan to buy it on both the 
first and the sixteenth of May, which 
is why it was listed twice. Well... not 
really. Thanks for pointing out the 
error though. Since I’m in charge of 
the calendar page now, I’ll do my 
to make sure it doesn’t 
happen again. 

Sup? 

1 just saw the movie Grandma's Boy 
and they have a Solid Snake in the 
movie. I was wondering, do a lot of 
people have a Solid Snake like that, 
that they can look at every day? If sc 
how can I get something that cool? 
—Buck, Parts Unknown 

TOM: You might be asking the wrong 
magazine about this one, Buck. You 
see, we too have a full-size Snake 
(he guards the backside of my desk 
against anyone wishing to do me 
harm), and yes, I see him every day. 
However, he was a special gift to 
us from Konami, and unfortunately 
he can’t be bought. Although, if you 
gave a freelance sculptor 
enough money... 











Hungry, cold and broke. On their search for the “samurai that 
smells of sunflowers,” Mugen, Jin and Fuu’s hunt for food ends up 
costing them more than they bargained for. 
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As seen on 


[adult swim] 

adultswim.com 


<2 
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Hey Guys, 

I have a serious question for you 
all. I am a HUGE fan of Devil 
May Cry 3. I've beaten the game 
on numerous occasions, and am 
currently very close to beating 
the Dante Must Die level with a 
couple of Ss in my grade chart. 

So imagine my elation (or rather 
screaming, unbelievable happi¬ 
ness) when you announced that 
there would be a Special Edition. 
I’ve been saving my money for 
that game since October, but 
now that it's supposed to be out, 
I can't find it anywhere! Even 
worse, one of the clerks at one 
of the stores told me that DMC3: 
SE had been discontinued. Is this 
true? If so, why? How can I get 
my hands on a copy of the game 
I've wanted above all others for 
so long? Tell me please! 

—Joselyn Meadows, 

Huntington, WV 

TOM: I’m happy to tell you that 
you were misinformed, Joselyn. 
DMC3:SE has not been discon¬ 
tinued, and should be available 
in stores. If you’re still having 


trouble finding a copy, you 
can definitely get one online 
at EBgames, Gamestop, or 
Amazon. And since DMC3 is \ 
a Greatest Hit, it’ll only cost 
you $20! 


Hey PSM, 

I was looking through my PSM 
magazine as usual when I first 
received it and came across 
the Playstation IQ test, which I 
started taking. There is an error 
I caught on one question, which 
is number 21.1 am an avid Final 
Fantasy XI player, and the ques¬ 
tion asked which race had only 
one gender and you had Galka 
as the answer, which is correct 
they are all male. Another one of 
the possible answers was Mithra, 
which is also correct but not 
stated as an answer. The Mithra 
race are the cat people which 
reside in Windurst and they are 
all female, which is one gender. 
—John Lykos, Toronto Ontario 

TOM: Ugh! So many mistakes in 
the March issue. Well, hopefully 
with an intern to do all the grunt 




work, the rest of the PSM guys 
will be able to catch these errors 
next time. Thanks for spotting 
the mistake, John, and apologies 
to any Mithra readers out there. 


eyeFX 3D UPDATE 

We’ve got a couple important 
points to add to our March 
review of the eyeFX 3D. First, 
the price of the unit is $49.95, 
twenty bucks cheaper than the 
$69.99 we had listed. Also, the 
device can be used with HD TV 
sets (and even SVGA monitors) 
by using an HD adapter that 
is available now at retailers for 
$19.95. For more info, check out 
www.splitfish.com. 



Ask a Stupid 

QUESTION... 


My grandfather recently quit his 
job and started playing games. 
This is kinda weird because he 
was a hard-working (well hardly 
working is more like it) man of 
the government and he loved his 
job. However, the fact that he 
quit his job and started playing 
games is not even the weirdest 
part. He is damn near perfect at 
every game! Nobody can beat him 
at any fighting game, shooter, or 
anything for that matter. In both 
Soul Calibur 3 and Tekken 5, he 


folded and with earplugs in. Oh, 
and his completion times on 
single-player games are ridiculous. 
He beat Shadow of the Colossus in 
less than three hours on his first 
run through. Well, what I am 


since your grandfather retired 
from the government, it’s 
obvious he’s a master at 
manipulating things. This 
makes him a natural at 
games. Plus, I’ll bet you never 
noticed that his “blindfold” 
and “earplugs” are really night 
, vision goggles and wireless 
communications headphones. 

There is an easy way to 
beat him at gaming, however. 
Just blow up a paper bag and 
sneak up on old granddad. Pop 
the bag and scream “Charley’s 
in the wire!” as loud as you 
s can. This should send Gramps 
diving under the couch, 
allowing you an easy win. You 
will, however, have to clean up 
the chair he was sitting in. 


looks like a banana! Why 
- couldn't Sony make the 
PS3 controller like the 
Xbox 360’s. If it were like 
that I wouldn’t be ranting, 

I would be raving”. — Josh 
Quezada, Waterbury, CT 

RANT “What’s up with 
these next generation 
systems coming in different 
colors or having face 
plates? I mean, come on. 

I sure as heck don’t care 
whether my PS3 is black, 
silver, pink, purple, or 
rainbow colored. I want 
performance and games 
that optimize the technol¬ 
ogy!” —Crystal Dodson, 
East Freedom, PA 

Rant “Ok so when I got my 
PlayStation 2 I was mad at 
, The games being $50 but 
now I have learned to cope 
with that. But seriously... 
-$60 for a PS3 game?! 

. What isup with that? Sony 
needs to focus more on 


easy. But for now PSM is 
-like the only business that 
tfuly cares about gamers, 
THANK YOU PSM!” -Kevin 
Wagner, Park Hills, KY 

RANT “I’m Loving the fact I 
. rented 50 Cent Bullet Proof 
because if I bought it $50 
down the trash. It makes 
you WANT TO TEST IF IT 
IS BULLET PROOF!!!!!!” 
—Jesse Ortiz, Bronx, NY 

RAVE “I don’t-know why 
everyone is down on the 
PSP so much... I have a 
bunch of good games, 
and only have, more to 
I look forward to. Good 
job,Sony!" —Mike Skiles, 

*■ Bartlett, II , 





















But are you getting all the horses you paid for? Fact: Friction steals up to 10% of your engine’s 
power. So how much power you get is directly related to your oil. Q’s patented heat-activated formula 
reduces power-robbing friction better than any conventional oil. The hotter it gets, the harder Q works. 
Find the right power-maximizing Q products for you at Qpower.com. 





Visit www.esrb.org 
for updated rating 
















COMING SOON 

HITMAN 


www.HitmanBloodMoney.com 
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From hard 
drives to 
hot coffee, it 
hasn't always 
been easy for 
the reigning 
console king 


With so many “whoa!” moments over 
the past 10 years, it’s easy to forget 
the PlayStation hasn’t been without 
its share of “D’oh!’’-worthy ones. 
Catastrophes? No. Things that make 
you want to scratch your head, burst out 
laughing... or into tears? Definitely. We 
love the PlayStation, but we sometimes 
wonder how it even survived its first 
year on shelves — let alone becoming 
*a family of game systems that are in 
hundreds of millions of homes — given 
som«-of the goof-ups in this roundup. 


PlayStation’s 
Biggest 
Blunders 
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“THINGS THAT MAKE Y0U WANT 


PLAYSTATION'S ORIGINAL 
RIDICULOUS SPOKES THING 

I Meet the very first PlayStation mascot. We'd bet there I 
:e still people at Sony Computer Entertainment 
I America that, to this day, still wonder the same thing I 
'e do: What the hell were they thinking? Not only 
'as "he" (as he was known as "Polygon Man") really 
I just a disembodied head (we’d hate to have seen the 
st of his, er, anatomy!), but he also looked scary, 

I displayed no emotion, and shouted meaningless 
I phrases in Japanese. That's how you sell your totally 
I unproven game system, when you're a new company 
n the market going up against Nintendo, to the 
world. Thankfully, after only a few magazines ads, 
he/it was replaced by Battle Arena Toshinden's Sophia, 
a dominatrix who threatened to whip people if they 
didn't buy a PlayStation. We don't know what it says 
about the U.S. gamer, but it worked. 


The PLAYSTATION 
OVERHEATING PROBLEM 

I The designers of the original grey PlayStation model 
st have figured that everyone buying it was also 
I buying a mini-fridge to keep it in while playing 
I games. That, and that no one would even put their 
I game console on the floor. Or on, heaven forbid, 

I carpet. For, if you did the latter — or sometimes, it 
I seemed, just looked at them funny — those earliest 
'Stations would start to suffer from heat exhaustion. 

I Games crashed. Full-motion video stuttered. It wasn't 
I pretty. One peripheral maker actually marketed a 
"cooling station" on top of which you could place 
I the PlayStation. (Hmm... sounds kind of like an Xbox 
I 360 peripheral we’ve seen.) Most people with the 
I problem called Sony, who said it wasn't a problem... 

I but would fix it anyway for a fee. What the? Others 
resorted to standing the console on its side (imagine 
their reactions when the PS2 was announced, and 
was standing vertically!) or turning it upside-down 
entirely. This "non-problem" was later addressed by 
moving the hot power supply circuitry away from 
the heat sensitive CD drive as part of a "cost saving 
hardware redesign." Nice try, but we saw what you 
did there, Sony! 
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PlayStation’s 
Biggest Blunders 


GRAND THEFT AUTO: SAN 
ANDREAS' HIDDEN SHAME 

In one of the most overblown, but avoidable 
I debacles in gaming — not just PlayStation's 

— history, an obviously unfinished "pornographic 
nini-game" (if you can even call it that) was left in 
I the final, shippable to stores version of GTA: San 
I Andreas. It wasn't easy to find — in fact, it required a 
I cheat device code that only surfaced after the more 
I easily hacked PC version was found to contain the 
| content — but once it was, the mainstream media 
all over it like flies on... well, you get the point. 

| There are far worse things we can think of to put in 
n M-rated game (killing people is okay, but soft-core 
I bedroom hi-jinx aren't?), but we can only guess that 
was left in by a sleep-deprived programmer or 
I internal troublemaker. Anyway, it wasn't supposed 
to be there. This wouldn't be half as big a goof if 
Rockstar hadn't initially and flatly denied creating 
the so-called "Hot Coffee" mode. Seriously: They said 
that it was added to the PC version by "hackers." 
When it was found using a code in the PS2 and Xbox 
versions, the jig was up. Now developers the world 
over will be double-triple-quadruple checking their 
"final builds" for hidden PR nightmares. 


MASSIVE PS2 SHORTAGES 
at LAUNCH 

I Some people might think that the whole "Hot 
I Coffee" incident was more of a big deal than the fact 
I that Sony only shipped around 1/3 of the PS2s it 
I had promised to at launch. Well, when you consider 
that no one was physically harmed as a result of Hot 
Coffee (except for that person at the MacDonalds 
I drive-thru, but that’s real life), but they were because 
I of PS2 shortages, it's a pretty big screw-up. Countless 
I fights broke out — as we were unfortunately witness 
over the prized console, turning retail parking 

■ lots into suitable stand-ins for sets from Escape From 

■ New York. The retailers themselves shoulder part of 

■ the blame for the painfully hectic launch, as they 

■ continued to take pre-orders even after Sony had 

■ announced a probable shortage. 
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SPLINTER CEH*SERIE5 


Strong Language 
Violence 


IIM THE PERILOUS WORLD OF ESPIONAGE, YOU’RE ALWAYS ON THE MOVE. 

Go deeper than ever into the best-selling Splinter Cell saga in an all-new spy action 
adventure exclusively for the PSP" (PlayStation^Portable) system. As covert operative 
Sam Fisher, you are arrested by the agency you serve. Caught in a menacing conspiracy, 
you must re-examine your past and expose the enemy who is threatening your future. 


AVAILABLE NOW ONLY FOR THE PSP™ SYSTEM. 
WWW.SPLINTERCELL.COM 
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PlayStation’s 
Biggest Blunders 


of games, including SOCOMII, Resident Evil Outbreak, 
and Sega's ESPN NFL 2KS, had minimal support for 
it. It was part of a Linux Kit for homebrew coders. 
Otherwise, it Just made your PS2 heavier and boot 
slower... and your wallet $100 lighter for it. For the 
record, AOL for PS2, Netscape for PS2, plus a suite of 
photo and media apps announced for the HDD never 
surfaced — nor will they. When we recently asked 
SCEA about the HDD, they finally admitted that it 
hadn't lived up to expectations and that it has no 
plans to release further software (games or otherwise) 
for it. And so, untold numbers of PS2 owners were left 
totally, completely boo-urned. 


We said that the PlayStation systems haven't seen a 
real catastrophe — after all, Sony's still in the driver's 
seat, and isn't looking to pull over and let someone 
else take the wheel anytime soon. That doesn't mean 
there hasn't been one really, really big blunder that 
left PS2 owners (we're not sure exactly how many; the 
real sales numbers are probably hidden in a warehouse 
with the Ark of The Covenant) feeling played. Once 
billed as the key to PlayStation 2's evolution (Sony 
actually used the catchphrase "It's Evolving'' at one E3 
show), it ended up as nothing more than an expensive 
peripheral required to play two games: Final Fantasy 
XI and Tetra Master, which it came with. A handful 


Way back when the PlayStation 2 was taking shape, there was a lot 
of talk about the "broadband future." At private events and E3s, Sony 
talked about how the system would, more or less, be the end-all, be-all 
entertainment hub, letting owners compete online, but also download 
entire movies, games, demos — and, best of all — episode content (new 
levels, vehicles, etc.) using only high-speed internet connections. There 
was no room for "narrowband," they said. Well, nearly two years after 
the system came out, Sony finally released the Network Adapter, and 
it had... a "narrowband" modem. It also had none of the really cool 
things that we'd been expecting behind it. Sure, we can play games 
over the internet, but it's far from the initial pitch. As much as we 
love PlayStation, Microsoft totally owned Sony in this respect with its 
Live service. Fortunately, the playing field looks much more level with 
PlayStation 3's online features. 
















UTILIZE REAL-WORLD COMBAT TACTICS 

Outthink. Outmaneuver, Oiitgun Enemies Through 
Over 12 Levels of intense Combat 


8 UNIQUE MULTIPLAYER LEVELS/NIODES 

Co-op and Coalition Vs. Opposition Forces 


COMMAND A WIDE RANGE OF SQUADS 

US Light Infantry, US Special Forces, 

Multi-National Coalition Forces 


WWW.FULLSPECTRUMWARRJOR.COM 


AVAILABLE NOW. 
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WOOOOOO! 


WWE 

SHACK 


Stylin', profilin', 
and better than 
ever. Welcome to 
the next generation i 
of wrestling 





W hat a difference a year 
makes. The fact that 
there's a new WWE 
game in the works goes 
without saying: it was made abun¬ 
dantly clear last year when the series 
switched to a Madden-esque yearly 
numbering system that there would 
be an inevitable 2007 edition of the 
fan favorite wrestling series. (Like 
Madden, the series is numbered a year 
ahead, which means this game isn't 


actually coming out in 2007.) 

What we didn't expect was the 
amount of changes the series would 
undergo in its transition to the 
PlayStation 3 with WWE SmackDown 
vs. RAW 2007. If they had just polished 
up the graphics a bit while still 
retaining the same core gameplay, fans 
probably would have been content — 
and honestly, that's what we expected. 


Luckily, there's a bit more to it than 
that, as the series continues to evolve. 
What changes are in store in the road 
ahead? Read on. 


THE TIME IS NOW 

The most obvious difference in 
this year's iteration is, of course, 
the graphical quality. Last year's 
game was by no means ugly — quite 
the opposite, actually, as it was 
one of the best-looking games to 


The New Hardware In Action 

How much better is WWE SmackDown vs. 
RAW 2007 than its predecessor? Take a look 
for yourself. 
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Wrestling For 
Everyone 

In a surprise move, 
WWE SmackDown 
vs. RAW 2007 will be 
released not only on 
the PS3, but the PS2, 


360. While we don’t 
expect the PS2 or PSP 
versions to look nearly 
as good as their PS3 
and Xbox 360 siblings, 
they are supposed to 
have pretty much the 
same content. We just 
hope the PSP version 
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Wrestling 

Lexicon 

If you’re new to 
the wrestling 
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Wy/mi/ab/t on l/n 


PSP. System 


Visit www.esrb.org 
for updated rating 
information. 


NBABALLERS.COM 
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TECH SPECS 

WWE SmackDown 
vs. Raw 2007 By 
The Numbers 

Okay, here’s where we’re going 
to get technical. If this kind of 
stuff doesn't interest you in the 
slightest, leave now. Ready? 

Here we go: 

As great as last year’s 
Superstars looked, this year’s 
look even better. Last year’s 
models were 6,000 ploygons 
and 2MB of textures, while 
this year’s models are 20,000 
polygons and 6MB of textures. 
Muscle definition, scars, and 
veins are all normal mapped, 
and there’s a new sweat system 
that uses specular highlighting 
and textures to add realism. 

Each Superstar self-shadows, 
meaning they cast shadows on 
themselves, each other, and their 
surroundings. Also, there's an 
improved inverse kinematics 
system, which places the 
hands properly and reduces 
the collision problems during 
grapples. The Superstars also 
move more naturally thanks to 
the addition of more bones in 
their arms and legs. Of course, 
hair and clothing fabric move 
more realistically, too, due to the 
new fabric animation system. 

The arenas have been 
bumped up to 40,000 polygons 
and 10MB of textures, and 
there are more people in the 
crowd: 7,000 people total, and 
430 of those are in 3D. Those 
spectators close to the ring are 
600 polygons each, while the 
others are 170 polygons each. In 
addition, there are 40 different 
crowd characters (meaning 
less repetition), with 60 different 
animations at once. 

In terms of different effects, 
there's motion blur, star filter, 
color filter, heat shimmer, and 
light bloom to enhance both 
the lighting and various actions, 
like finishers. The sound wasn't 
neglected, either: there’s more 
variety and detail in the sounds 
in general, but there are also new 
sounds recorded in the actual 
rings and arenas to add that 
extra touch of realism... 'cause 
realistically recreating the WWE 
experience is what this game is 
all about. 


i 

\ 











Field Commander™ puts you in command of ATLAS, 
a covert military strike force with one job: defend the 
world from the nefarious terrorist organizations that 
want to destroy it. At your command: highly trained 
soldiers, armored vehicles and state of the art aircraft 
- powerful armies ready to wage war - and all from 
the palm of your hand. 


Saddle up and ride with “the Long Shots” of the 16th 
Recon division - your troops aren’t the only thing on 
the move though. Like you, Field Commander is built 
for portability so no matter where you play the game 
it has arnode to suit you. Attack 30 different missions 
in the single player campaign or take on a live oppo¬ 
nent in one of four multiplayer modes, like Ad Hoc 
(wireless), Infrastructure (internet), Hot Swap (2 
players using 1 PSP™ system) and Transmission 
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i to ranged attacks, this 
Iso capture enemy forces 
i remove mines. 


2in "Titan" Heavy Cannons 
1 relentless sea-bound attacker. 
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Killzone: Liberation 

Now liberated from the first-person 
^perspective and on the go 


I f there's one undeniable fact Helghast-controlled southern Vekta, 

about the PSP, it's that it can't where a Helghast General named 
do first-person shooters very Metrac is in charge. Metrac's got some 

well due to that whole lack of hostages, and he’s not shy about 

a second analog stick problem that roughing them up (to put it lightly), 

we incessantly complain about. Thus, so you've got to get in there and get 
when we heard about a Killzone game those hostages out! 
on PSP, we were worried. After all, Suffice it to say, Killzone: Liberation 

we liked the original Killzone... a lot. is an exciting prospect. As long as 
Probably more than most other gamers it delivers on the story, characters, 
who were hoping it would live up to weapons, and atmosphere that made 

the hype as a "Halo- killer." We just the PS2 game so entertaining, we'll 

didn't want this new PSP game to sully be happy campers. At the very least, 
our fondness for the series. this game will serve as our Killzone 

So we're pleased to say that Killzone: fix as we impatiently wait for the PS3 
Liberation isn't an FPS. Instead, it's a version, justin c heho 
third-person game, seemingly akin to . flBfc 

Metal Gear ACID, though it isn't a card- JOT 

based, or even turn-based, strategy 

game. The main reason the two games 1A 

can even be compared is because 
both games camera that 

lakes a more zoomed out view, go ing ■ ...z i». **• . 

you .1 better look at tile battlefield i. 

and enemy positioning not to j, \ ^ *■ 

mention that tin g, 4ggT*£rt| 

stealth-oriented, as the \lchil (mu SSC-vK .jitCiZSSS a ” ' 
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taking up the role of Templar once 
again. This time, you're sent into the 


PREVIEW! 
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SNEAK V 
SNEAK V 

Crouching 

Templar, 


I t’s odd that the developers 
would decide to make Templar 
the main character for a 
game that focuses on sneaking 
into enemy territory. Wouldn’t it 
make more sense to send in the 
stealthy assassin, Luger, instead? 
But maybe then the game would 


























World War II makes its first appearance on 
PlayStation 3 with Brothers in Arms: Heirs 
Highway — and you'll be brothers (and sisters) 
in shock by the results 

















PREVIEW 


W e know what you're think¬ 
ing: please, God, not another 
World War II shooter. It' 
genre that's been done to death, back 
to life, and then to death once again 
over the course of the past ten or so 
years, and honestly, if we have to 
endure yet another Allied attack on 
[insert vowel-heavy European city], 
we’re going to start World War III our¬ 
selves. Or so we thought, until a little 
trip to Texas last month... 

Brothers in Arms: Hell's Highway, 
marks the next-gen debut of developer 
Gearbox's first-rate WWII series. It 
brings tactical and visual realism to 
new, almost frightening heights; it will 
make you reconsider the death of the 
genre. Yes, it is the case that you're 
killing Nazis again... but this time 
around, you're doing it on a scale fair¬ 
ly inconceivable just a few years back. 
And, as a wise man once said, "shoot¬ 
ing virtual Nazis is always fun." 

Hell's Highway concerns itself with 
Operation Market Garden, which 
was initially conceived as a bold plan 
on the Allies' part to end the war 
by Christmas of 1944. Essentially, it 
required paratroopers to secure a series 
of bridges in Holland, which would 
then allow tanks to make their way 
into Germany and win the day. The 
Allies weren't aware that the Nazis' 
best soldiers were stationed directly in 
their line of passage, however; as star 
soldiers Baker and Hartsock (you may 
remember them from such popular 
videogames as Brothers in Arms: Road to 
Hill 30 and Brothers in Arms: Earned in 
Blood), it's your job to head up recon 
squads to deal with the entanglement. 
Mike Neumann, Gearbox's writer, 
describes them as "badasses [who] get 
away with a lot — like painting an 'R' 
on their helmets, and they're kind of 
outside the chain of command" (for 
those wondering what the 'R' means 
— as we were — Gearbox says, "you'll 
have to play the game to find out.") 

For the last four-plus years, Gearbox 


Unloading 


O ne of the first things you’ll notice (or, more specifically, won’t 
notice) upon picking up Hell’s Highway is that the game will 
have absolutely no load times between cinematics and action. This 
is key to the pacing of the action, as Gearbox is making extensive 
use of what it calls “brotherhood moments” — brief cinematics 
that highlight key moments in the gameplay. This might include a 
fellow soldier taking three shots to the chest, or a Nazi ducking 
behind cover and calling for backup. It’s a technique that was most 
elegantly incorporated by Capcom in its recent Resident Evil 4, 
and will certainly require quite a bit of dynamic switching between 
action and narrative. Some of these will be generated on the fly — 
such as those mentioned above — while others are fully scripted, 
such as those that pertain to the main story arc. 

















president Randy Pitchford has been 


guiding his Plano, Texas-based studio 
in its ever-expanding quest to repro¬ 
duce the battlefield of some sixty years 
ago. As a programmer, artist, designer 

— or anything else, for that matter 

— this takes a special kind of resolve 
and sense of purpose: without a doubt, 
looking at what is essentially a con¬ 
tinuously evolving version of the same 
game every day for that long has not 
been easy... brown dirt, green fields, 
gray skies, with a touch of blood red 
every so often. For a franchise such as 
this, the end goal is absolute realism 

— and it's one that the team seems 
hell-bent on achieving. 

Those familiar with the franchise 
understand the BIA gameplay phi¬ 
losophy: this is not a straight FPS, 
nor is it a straight strategy game, but 
rather something of a hybrid of the 
two. Though the action happens in 
real time, there’s a turn-based mental¬ 
ity; you want to get all of your pieces j 
(read: soldiers) into position before the 
enemy is aware of it. Then, all in one 
fell swoop, you give the command to i 
open up — and if you've done your 
job correctly, you and your men will 
smoothly and efficiently take control 
of the battle. It's a bit like chess, really; 
you want to cover all your bases, and 
account for all of your enemy's offen¬ 
sive and defensive options, leaving it j 


Anatomy of 
Battle 


Y bu start Hell's Highway parachuting in 
north of the Dutch city of Eindhoven; 
the Germans are expecting you to arrive 
from the south, so you’ve got the jump on 
them. In suitably evil style, however, the 
Germans bomb Eindhoven, leaving your 
squad scrambling to help the civilians 
caught in the crossfire. You head out to 
capture and defend bridges, and eventually 
must defend the main road — now known 
as Hell’s Highway, for fairly self-explanatory 
(read: violent) reasons — as the Allied forces 
retreat. It’s sure to be a gas. 








Multiplayer(sj 

T he Brothers in Arms experience has mostly 
been a solitary one, but Hell’s Highway looks 
to change all that. Presenting a different take 
on the standard FPS multiplayer battle, Hell's 
Highway will incorporate war tactics in (relatively) 
realistic, squad-based situations. The game will 
support both traditional deathmatch and team 
deathmatch modes, and squad leaders will still be 
able to give orders — just like in campaign mode, 
but with real players (who may or may not listen 
to you) in place of Al squadmates. As seems to 
be the norm for next-gen games, a custom-built 
matchmaking engine will automatically gener¬ 
ate squads based on skill level and experience. 
You’re also going to be able to create your own 
squads, as well as large-scale units like platoons 
(think Halo’s clans). Expectations are high at 
Gearbox — we’d be surprised if these matches 
accommodated any less than 32 players. 


PREVIE 


IT’S ABOUT MORE THAN 


simply TACTICAL REALISM and 
CONVINCING GRAPHICS 
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THE GAMEKILLERS 

There are people out there whose sole mission in life is to cause you to 
blow your cool and lose the girl. They are, The Gamekillers. 


THE ONE UPPER 

Anything you can do, he can do better. 



With his uncanny ability to take what you said and 
do you one better, The One Upper can kill your game 
faster than any other Gamekiller, or so he would 
lead you to believe. If you've got one, he's got two. 
If you ran a fOK, he just finished his third marathon. 
If you went mountain climbing, he's summited 
Everest—without a Sherpa. While his boastful tales 
are enough to make a man's blood boil, The Axe Dry 
wearer keeps his cool by letting The One Upper's 
arrogance talk himself out of the picture. Silence is 
not only golden, it also gets the girl. 



Keep Your Cool. Axe Dry. 

Learn more at gamekillers.com 























and weapons to tactics and historically I 
accurate battles — remains in tact as I 
well. Much has been added; for exam- I 
pie, relaxed, patrolling, stealth, combat I 
and post-combat positions have been I 
accurately represented and are all a 
part of your repertoire, as is a new set I 
of stealth ambush maneuvers. 

Which leads us to graphics. Now, I 
we've seen quite a bit of next-gen 
action thus far — including the entire I 
Xbox 360 crop, as well as a handful of I 
in-development PS3 titles — and it's I 
no exaggeration to say that Brothers 
in Arms stands at the top of the heap I 
thus far. Player models are detailed 
beyond belief, and environments look, I 
dare we say it, nearly photorealistic. I 
The facial animation puts that of Half- I 
Life 2 to shame, and even the skin 
tones are far more believable than I 
what we're used to — far better than I 
the glossy, plastic-looking nonsense I 
that has until now characterized the I 
next generation of character graphics. 1 

But it's about more than simply 
tactical realism and convincing graph- I 
ics. Says Pitchford of his desire to 
reproduce real, genuine emotion in his 
game: "The whole concept of Brothers 
in Arms is to focus on the men of the 
squad and put you in the boots of one 
of these guys. Of course the enemy is 


















before, most notably in both EA's 
Medal of Honor and Activision's Call 
of Duty series; in videogames' attempt 
to reproduce human emotion, war is 
as good a place as any to start. "The 
thing we always found was lacking 
in war-related games is that the focus 
of deep tension never came from the 
story — it was always about the war 
itself." Pitchford's goal, then, is to 
reproduce the squad dynamic — the 
interplay between the fellow soldiers, 
the camaraderie that develops from 
being, well, brothers in arms against 
a common enemy. Wars are fought 
by people, and what better medium 
to attempt this in than videogames, 
where you're right up in the action 






Transformers 
in Arms 











The Ace Style Gauge adjusts play 
to maximize the challenge. 


Mild Language 
Violence 


Defend the country of Ustio against an enemy that 
is smarter, faster and deadlier than any that have come 
before. Relive the events fifteen years prior to Ace Combat 5. 
Welcome to the dogfight of your life—The Belkan War. 


































SK I PPING CONSOLES 


W hen the first rumors 
and talks about 
"next-gen" gaming 
emerged, people envi 
stoned experiences 
that were as fantastical as they were 
absurd. Pretty much everything short 
of VR worlds was conceived, but let's 
face it: games as a whole aren't going 
to change that much in this upcom- 
^^^Jng generation. That's not really 
a negative thing, per se; 














there are plenty of folks out there look¬ 
ing for prettier and sexier versions of 
the games they're playing now. 

That brings us to Untold Legends: 
Dark Kingdom. A series that was first 
given life on the PSP, Untold Legends is 
at its core a dungeon-crawling, hack- 
'n'-slash adventure not unlike Baldur's 
Gate or Champions ofNorrath. Skipping 
the PS2 altogether, Dark Kingdom 
is now in development for the 
PlayStation 3 and is on track 


into elevating the experience from 
X-button-tapping monotony to some¬ 
thing a little more rewarding. Using 
God of War as a reference point, Dark 
Kingdom’s combat system features 
moves and combos that diversify 
the fighting, and even add a bit of 
strategy as certain moves will be more 
effective on specific types of enemies. 

Further emphasizing the variety is 
the option to select one of three play- 


to being one 
titles — though no one, not even Sony 
Online knows for sure when exactly 
that is. 


Evolution At Work 

Dark Kingdom doesn’t stray too far 
from its portable roots; consider it an 
evolution of the series, as opposed to 
a revolution for the genre. You'll still 
wander through sewers and dungeons 
fighting off hordes of ungodly crea- 


















IKE VISUALS HAVE SEEN. MASSIVE 
Pin QUAUTY fR*M th£ PSP T 


Online Mysteries 


The developers are quick to point out that 
they're paying special attention into 
creating worlds that are dense with such 
objects, bringing life and realism to the 
worlds they create. 

The physics will be used more than to 
simply create barrels that can be smashed 
and chairs that can be moved. Taking a cue 
from Half-Life 2, the intention is to create 
a number of physics-based puzzles in the 
game. A very simple example we were shown 
had us picking up and throwing boxes at a 
large pachinko board. The boxes would then 
realistically tumble down and — by hitting 
the right switch — would give us access to 
a lever. The puzzles won’t ever reach mind- 
bending complexity, but are included more 
to break up and diversify the action. 

Using Havok Physics also lets the game 
look better, since it makes the character mod¬ 
els conform to the environments. The best 
example of this would be to picture a charac¬ 
ter moving up some stairs. In most games, it 
will appear as if the character is just gliding 
across a flat surface with a stair texture. In 
Dark Kingdom, the character’s leg will step up 
each individual stair, and if you stop mid¬ 
way, one leg rests on one step, the other leg 
bent on another. It may sound like a trivial 
thing, but the once you see it, it's hard to 
ever imagine not seeing it in a game. 

All told (or should we say untold?), Dark 
Kingdom isn't going to set the world on fire 
with never-before-seen mechanics, but it 
should give early PS3 owners a fun romp 
around familiar-but-fun gameplay, and offer 
a small taste of what they can expect from 
Sony's new behemoth, kaiserhwang 


able characters: a brute, mage, and scout. As 
expected, each has their own repertoire of 
attacks and characteristics, and the game's 
storyline — while maintaining the same key 
points throughout the game — will tailor 
itself to each character. 

Far and away the largest addition to the 
game is the Inclusion of a new camera angle. 
The new view morphs Dark Kingdom from 
a top-down action RPG into a third-person 
action RPG, and changes the way you play 
the game considerably. Implemented due to 
direct feedback from players wanting to be 
able to see farther ahead, the over-the-shoul- 
der view is sure to become the standard view, 
as its benefits (seeing farther ahead, more 
detail in the graphics) far outweigh its cons 
(a wider, more birds-eye view of the action). 


Legendary Hardware 

This being a PlayStation 3 game, the visu¬ 
als have seen a massive jump in quality 
from the PSP titles. Immediately noticeable 
are the smooth, detailed environments and 
characters. There's nary a polygonal edge in 
sight, and draw distances are as reaching as 
they can be. A number of other subtle effects 
add a little flair, such as leaves falling in the 
forest, or steam hissing out from a pipe in 
the sewers. Also, the addition of viewing the 
game in HD resolution makes things look 
that much more crisp and detailed. 

Graphics are not the only thing that 
benefit with new hardware. Game physics, 
for instance, can become much more sophis¬ 
ticated, and plentiful. Case in point: Dark 
Kingdom will use Havok Physics to create a 
world that's fully interactive; if something 
looks like it can be manhandled, it can be. 





























AT LEAST WHEN 
YOU DIE NOW, 
YOU WON'T DIE 

ALONE. 


METAL GEAR GOES MULTIPLAYER. 

Solid Snake just added a new weapon to his arsenal: the net. 
Introducing Metal Gear Solid 3: Subsistence with unprecedented 
online play. There are multiple players and online modes, a 
controllable third-person camera, a Secret Theater mode and four 
complete games in one: multiplayer online, an enhanced Metal Gear 
Solid 3: Snake Eater, and the original Metal Gear and Metal Gear 2. 
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League Heroes 

om your Underoos and onto your PlayStation 


T he X-Men and Spider-Man I 
may be stealing the show 
on the big screen, but the 
Justice League is one of 
the dominating forces on 
with their hit show, Justice 
League Unlimited. In an attempt to 
further their small screen jurisdiction, 
Superman and Co. will be starring in a 
new action RPG entitled Justice League 
Heroes, developed by the always- 
dependable Snowblind Studios. 

Like most other games in this genre 
— including direct competitor X-Men 
Legends — the view is top-down and 
the focus is on combat. Other action 
RPG staples like 2-player co-op and 
an accessible upgrade path are also 
included. This begs the question: what' 
makes this game different? 

While not looking to revolutionize 
the genre, Justice League Heroes is abou 
staying true to the franchise all within 
the constraints of action RPG rules. 

This is accomplished first and foremos 
by the characters, their actions, and 
their move sets. As opposed to having 
rre character type with different 
skins, each and every character in the 
has a unique repertoire of super¬ 
hero moves that are as fitting as they 
beautiful to watch; the suspension 


of disbelief is easily held since every¬ 
one can do exactly what you'd expect. 

The moves are carefully designed 
to be balanced in their own right, but 
also to work well with your partners' 
skills as well (there are always two 
characters onscreen, either AI- 
controlled or by a friend). This 
emphasizes the team aspect of the 
game, and shapes combat into 


j typical dungeon crawler. 

| You’ll play each of the seven main | 
I characters throughout the game, in 
I a narrative that unfolds with comic J; 
I precision. The cutscenes themselves | 
I will be fully voiced by a number of | 
| actors that is said to please any Justice 
I League fan, though Warner Brothers 
I is still mum on the specifics. Our dos- 
est guess would be some of the staff 

League Unlimited show, i 


I psm.gamesradar.com 


















Blind Pedigree 

M any developers are great at making a very certain kind of 
game: Polyphony makes racing games; Tiburon makes 
football games; Square makes RPGs. Snowblind Studios, the 
developer behind Justice League Heroes, is the premier team for 
making top-down action RPGs as is evidenced by the last three 
titles they developed: Baldur’s Gate: Dark Alliance, Champions of 
Norrath, and Champions: Return to Arms. Seeing as how each of 
these games was critically praised and that Justice League Heroes 
is in a very similar vein, we expect nothing but the best when the 
game is completed. 


Faithful Words 


though a showing by Linda Carter or 1 
I Ad; m West would be equally 
I as t elightful. 

I rhe game, like most other 
I Snc wblind games, runs on a modi- § 
| flee version of the proven Snowblind I 
| gra jhics engine. That equates to solid 1 
fraiierates, detailed environments, j 
and a level of destructibility that will 
| be appropriate for the subject matter. 8 
I A few subtle tricks make the game feel i 
I a little larger than life, most notably S 
I the zoomed-in camera. These are 
j superheroes we're dealing with after 8 
I all, so to push the point home, a 
I closer point of view makes the game 1 
feel more like an action game and less 1 
like a rat maze. 

The action RPG genre is one that's y 
almost synonymous with Snowblind, 8 
1 so expectations run high for Justice a 
| League Heroes. The team is also devel- a 
j oping a PSP version of the game that 8 
'1 even in its early stage looks identical 8 
I to the console version. It’s sure to I 
I have a few unique features, though ■ 
| largely the game will make for a simi- 
! lar experience — just on the go. 

KAISER HWANG 




























ukami 


Capcom puts poetry into motion 
with its stunning new title 


E asily one of 2006’s most anticipated games, 
Okami comes from Capcom's Clover Studio 
— best known as the developer of 2003's 
side-scrolling hit, Viewtiful Joe (the innovative Steel 
is also on its resume). The studio describes 
its newest project as a "nature adventure"; set in a 
world that — due to the supernatural powers that 
inhabit it — is completely devoid of color. Players 
assume the wolf form of Amaterasu (a mythical 
goddess), and must return color to the land 
defeating the monsters. 

This isn't your standard wolf, even by video- 
game standards: Amaterasu has a spinning, 
fiery ring floating above her back, and 
can communicate with the various 
characters she encounters. New abil¬ 
ities come with experience as well: 
there's the celestial brush, for exam¬ 
ple, whereby holding R1 causes 
the action to pause and take on a 
brownish tone, as if the image were 
inked on old parchment. You then 
take control of a calligraphy brush, 
using it to paint onto the screen, affecting 
your environment in various ways: opening 
a gate, creating a bridge to cross a river, draw¬ 
ing a zipline to get to another area, or defeat¬ 
ing opponents with a finishing slash. All told, 
there will be more than a dozen celestial brush 


techniques that you'll need to incorporate over the courserf^ 
of the adventure. Core gameplay — the bulk of the game, 
in fact — also involves somewhat more standard (if beauti¬ 
fully animated) running, jumping, and claw and tackle 
attacks. It should also be noted that much of the experi¬ 
ence involves RPG-style exploration; the demo levels we've 
been privy to involved quite a bit of NPC interaction. 

Capcom has been keen to point out that the game's 
idyllic, traditional Japanese art style is key to the experi¬ 
ence rather than mere window dressing. Designed to 
set the pace of the experience, the flowing, elegant, 
environments clash mightily with the 














aesthetic: namely, heavily contrasting 
primary colors, clean lines, and gritty 
environments. The style is meant to 
encourage players to relax and enjoy 
; the scenery, rather than rushing 
through the game's missions — and, 
indeed, just running around Okami's 
universe is entertaining in itself. The 
animation is fantastic, and the world 
j has an uncommon grace and beauty to 
I it, coming to life as you come in con- 
: tact with it many individual elements. 
Foliage seems to surge forth from the 
ground at every turn, whether on 
land (flowers, plants, grass) or in the 
water (lily pads, seaweed). All told, 
it's a spectacular, enveloping visual 
treat, and — like Shadow of the Colossus 
before it — once again reminds us 
that graphics are far more dependent 
on the artistry of its creators than the 
microprocessor of the machine on 
which they run. 

Beyond anything else, Okami is 
something different. We've grown 
accustomed to easy classifications and 


standard forms of interaction, 
so when something this boldly 
adventurous comes along, the 
temptation to stay away lingers 
heavily; why make the effort 
when more facile, immediately 
accessible options exist (by the 
truckload, no less)? This will 
be Okami's challenge: to A 
present its relatively untra- £ 
ditional ideas and art style S/ 
in a palatable form, par- At 
ticularly for Western audi- tL 
ences. It's a challenge . v Tv 
that the aforementioned ssJP 
Colossus met convinc- \\ 
ingly in parts, but stumbled ^ 
over quite a bit in terms of 
its execution. Capcom has 
seemingly given Clover N'S 
Studios creative autonomy j)J 
— a rare case in the games JH 
industry at the moment. 

Time will tell if its latest 
indie darling fares any 
better, evan shamoon 


Oslory 


W hile Okami’s story is still vague 
— or shall we say, “intention¬ 
ally ethereal” — some of the details 
are finally starting to come together. 
A legendary monster named Orochi 
has come back to life, it seems, and 
turned the world into a colorless 
wasteland. To restore the earth’s 
natural order and beauty, players 
assume the role of the wolf-embod¬ 
ied sun god Amaterasu. Fun stuff. 
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Rampage: Total Destruction 


Race Driver 2006 


Hitman: 




M idway built its house on great arcade 
games, so why shouldn't they return 
to the games that brought them to where 
they are today? Total Destruction goes way, 
way back, before 3D graphics were even 
the norm, and gives Rampage the requisite 
upgrade of, well, 3D graphics. It's also com¬ 
ing in at a budget price of $20. That's equal 
to 80 quarters — likely less than you spent 
playing the original arcade game! 
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beatmanla 


SPIN. DROP. MIX. REPEAT. 


First-ever interactive DJ 
simulation lets you perform 
the music in real-time 


Spin the music to 50+ club 
tracks including Moby 
and Timo Maas 


Replay feature, internet 
rankings, multiple difficulties 
and more! 
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It's cute, it's hard, 
it's one hell of a remake 


W hile Mega Man kicked off the series, it was Mega Man 2 that made it 
all-time legend. As a result, the original game often gets lost among 
its many-suffixed successors when gamers reminisce about past 
glories. Well, no more! Mega Man Powered Up is one game that 
lives up to its suffix, as it is exactly that: a massively powered-up version of 
1987's Mega Man. 


Old meets new 

The game offers two ways to play: new style and old style. New style 
features two new robot masters (Time Man and Oil Man), remixed 
stage layouts, widescreen graphics, and even some amusing dialogue 
from the bosses. If that sounds too mind-blowing, you can stick 
to old mode. This nixes new bosses, retains old stage layouts, 
and even features the classic NES tunes. It's the Mega Man you 
remember, only with keen 3D graphics. 

3D? Yep. Just as in Maverick Hunter X, Capcom's recreated 
everything in very pretty polygons. The gameplay remains strictly 2D, 
but the visuals are fresh. The controls remain sharp as a tack (although 
Mega Man's split-second hesitation to get moving is annoying) and 
the level designs are superb'. The tight platforming gameplay is as 
hardcore as ever. In fact, it's actually more hardcore than ever. 


Think you're tough? 

Powered Up can be really, really hard. It's the Devil May Cry 3 of 2D 














platform games 
of the best will 
later, with a 10( 
There are no les 


dozen stages, 9+ 
difficulty levels,; 
obstacle cour: 
denlng challe 
it be said " 

UP lacks 


Mega Man Powered 


little something, 
and sophisti- 


simple and basic. The j 
features (see sidebars) r 
compensate, however, 
Powered Up the latest e: 


Bad Guys Turn Good 


RATING 


MULTIPLAYER 


DIFFICULTY 


mega map making wmmm 

Plot Your Own Demise 


B y far the most impressive new feature of Powered Up is 
the Construction mode, where you can make your own 
full-featured maps and then trade them with others. 

Your maps can be nearly as complicated as the normal ones, 
although you won’t be able to string them together into a cohe¬ 
sive adventure like the real levels. The editor is easy as pie to 
pick up, even if you mistakenly skip the tutorial mode (oops). 
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The Godfather: 
The Game 

An offer you can refuse 


E ither way you look at it, 

The Godfather: The Game is 
a bad idea. If you've never 
seen the film, you won't 
have a full appreciation for the 
setting, the stories, or the characters 
— all key components to gleaning 
any enjoyment from the narrative. 

If you have seen the film and have 
any affinity for it, however, you'll be 
immediately turned off by the game's 
level of violence: The Godfather was 
violent, yes, but it was never violent 
for the sake of being violent. In fact, 
Francis Ford Coppola summed it 
up best on AMC's Sunday Morning 
Shootout: "What they do is they use 
the characters everyone knows and 


they hire those actors to be there 
and only to introduce very minor 
characters... and then for the next 
hour they shoot and kill each other." 

Make that several hours, as you rise 
up through the ranks of the Corleone 
family, with the eventual goal of being 
the Don of New York City — meaning 
you'll have to bludgeon, carjack, 
extort, and shoot your way through 
the city to do it. That's what the film 
was all about, right? No. 

Taking The Godfather as a game 
rather than an adaptation still leaves 
you with a sour taste in your mouth. 
The shooting is merely serviceable, 
the driving is dull, the AI needs mori 
brains, and extorting businesses is 
repetitive, it's boring. Also, an initial 


look at the graphics makes you think 
it might at least look good; a closer 
inspection reveals this isn't quite the 
case, as everything looks flat, lifeless 
and boxy. 

The game is not without a few 
redeeming qualities, though: the 
Hollywood vocal talent lends the 
game some authenticity, the hand-to- 
hand combat has more depth than 
mindless button-mashing, and, hey, it 
has moments when you actually feel 
like you're in the movie. Still, if it's 
a mafia game you're after, give Mafia 
a try. If you want the true Godfather 
experience, just (re)watch the film. 

JUSTIN CHENG I 


WHO'S THE BOSS"?! 


An Army of One 

Y ou never feel like the boss, even 
when you're the Don. You’re still 
running around, single-handedly 
taking out your enemies. Shouldn’t 
the Don be sitting at home, ordering 
his underlings to do the dirty work? 

You never saw Marlon Brando running 
around like the dude from GTA III... 


fighting is de 
real actors d 
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0YES! Please enter my subscription to PSM: 100% 
Independent PlayStation 2 Magazine. I’ll receive 12 
issues for only $10 - just 83( an issue! 
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however, Vin Diesel is actually 
the wheelman, as illustrated 
by his upcoming flick/Midway 
videogame titled The Wheelman. 


REVIEWS 


PSfW6 


CINEMATIC DR I WINS 


The Wheelman 
Cometh 

•¥lhe original Driver is sometimes 
£ known as Driver: You Are 


Well, at least it's better than DRIV3R 




A fter the debacle that was 
DRIV3R, it shouldn't 
be terribly difficult for 
Reflections to make 
something better.., and they've 
succeeded — not resoundingly so, but 
well enough to make us kind of like 
Driver again... kind of. 

Parallel Lines focuses more on the 
franchise's strength: driving. Oh, there 
are still on-foot missions, but you’ll 
spend most of your time behind the 
wheel. It's a good thing, too, since the 
on-foot stuff still isn't all that great; 
running around the city isn't very fun 
in general, and target-lock in particular 
proves problematic as it tends to forgo 
any immediate threats, essentially 
negating the usefulness of the feature. 

What is good, however, is 
the story... or rather, the story's 
presentation, which has an excellent 
cinematic flair that keeps you 


captivated. It's a standard story of 
betrayal and revenge that remains 
compelling enough to keep you 
motivated throughout the game. We 
do have to mention that the main 
character, TK, does sound a bit like a 
gruffer Casey Kasem (take that how 
you will). Outside of the central story, 
there's nothing to keep you interested. 
There are some side missions intended 
to keep you occupied, but they don't 
succeed terribly well. 

Thankfully, the gimmick of setting 
the game in two timelines actually 
feels pretty fresh. After getting 
accustomed to the city in 1978, you 
get the appropriate feeling of future 
shock when you finally emerge in 
modern day NYC. The boss 70s 
soundtrack is infinitely better than the 
contemporary one, but both are fitting 
for their eras. 

There are some graphical 


Driver: 

Parallel Lines 


annoyances, mainly draw-in, but the 
graphics in general are more practical 
than they are pretty. The AI could 
also use a little work. Overall, Parallel 
Lines is a step in the right direction for 
the series, but it ultimately feels like 
it's setting its ambitions way too low. 
That said, it does achieve its seemingly 
modest aspirations — let's just hope it 
tries a little harder next time. 

JUSTIN CHENG 
























MLB 2006: The Show 


Sony strikes back with a lovely diamond 

I n baseball, there are purists and whether to bench a slightly injured park. Take all this finesse and arcade 

fanatics. The first group pours shortstop or whether that hot Cuban action online, and MLB ‘06 gets even 

over box scores like a treasure prospect is ready for the primetime. .better, with tournaments, leader- 

map and can tell you which This is not just frosting on the cake: boards and an overall high level of 

brand of cleats Jose Canseco prefers. good decisions in franchise mode lead polish. We could go on and on, but 
The second group just likes to drink to more wins; bad decisions get you to put it simply, MLB '06: The Show is 

beer and give the ump the finger. Yet fired. Thankfully, most options are, one of the best baseball games ever, 

MLB ‘06: The Show might be the game uh, optional — you can just let the on any platform. JOHN brandon 

that brings these two groups together game decide for you. 

in holy matrimony. The Show also nails the pitching 

Last year, MLB '05 made baseball and batting interface. It's a bit like 
both fun and accurate. MLB '06: The a golf interface where you have to 
Show goes a step further. Well, okay, position your throw or time your 
make that 18 steps further. This is the swing just so, and line up all the littl 
kind of game where you can set the swing arcs. It may sound confusing, 
food prices for the stadium hot dog but it's really not very difficult. EA's 
stand. Other baseball games (think MVP Baseball may have a bit more 
the old Triple Play Baseball here) fig- of a punch with its analog stick con- 
ured a franchise mode meant multiple trol, but MLB ‘06 is more rewarding 
seasons, and that’s it. MLB ‘06 has a because if you get everything lined 

new prompt "game time decision" up, you will smack one out of the 


WORTH PLAY ING 


HOW IT STACKS UP 


Comeback Kid 


I f there’s one genre that Sony des¬ 
perately needed to improve its 
in-house games in, it was sports. 
Back in the day, the 989 Sports games 
were pretty good, but they quickly lost 
any and all steam they had, mostly 
to Electronic Arts. The last few MLB 
games weren’t bad really, they were 
just... forgettable. The Show is anything 
but, and we hope the rest of Sony's 
sports game follow suit. 
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Commandos 
Strike Force 


War going badly? These guys can help! 


I n the crowded ranks of World 
War II FPS games, you need to 
do something a little extra to 
stand out from the other recruits. 
Taking a cue from its strategy-based 
predecessors, Commandos Strike Force 
tries to add more of a cerebral element 
to the action. In this it's only partially 
successful, but it's still a fun little jaunt 
through a terrible war. 

Your team consists of a green beret, 
a spy, and a sniper, each with spe¬ 
cific abilities. In some missions you'll 
play only one; others let you toggle 
between two. The designers have 


cooked up some nice missions that let 
you exercise each soldier's skills. 

That said, the stealth mechanics 
and AI aren't terribly deep; run 'n' gun 
works all too well, making Strike Force 
80% typical WWII FPS, and maybe 
20% surprising creativity. A little elab¬ 
oration would've helped. The techni¬ 
cal aspects are weak, too: the engine's 
rough, and the framerate fluctuates a 
bit too much. Luckily, such flaws don't 
impact the decent gameplay too badly. 
Toss in some solid online play modes 
and you end up with a slightly quirky, 
slightly brainy, slightly above-average 


tour of duty. A surgical strike on your 
local rental place may be in order. 

BENJAMIN TURNER 


THE M WORD! 


[Slate of Emergency 2j 


Remain calm, and hold onto your wallet 


S tate of Emergency may have 
coasted to success (or at least 
sales) on the coattails of GTA3, 
but at least it had an original hook: the 
simulation of urban riots. Four years 
later, its sequel has no such conve¬ 
nient gimmick, instead resorting to the 
standard action/shooting template that 
we’ve not only seen dozens of times 
before, but seen done better. 

All of your favorite... well, thugs 
from the first game return, ready to 
fight the good fight against a cartoon- 
ishly evil corporation. This takes the 
form of many and varied gameplay 
types, including tank driving, stealth, 


sniping, interrogation mini-games, and 
typical on-foot shooting. Problem is, 
none of it adds up to anything. The 
execution is thoroughly average. This 
is only compounded by the simplistic 
gunplay and little to no sense of skill 
or accomplishment. The split-screen 
multiplayer and score attack games 
aren't worth playing either. 

Nothing in SoE2 is more than 
mediocre, except perhaps its profanity 
count. It’s a big, banal ball of cliches, 
and not nearly good enough to restore 
any luster to its discredited franchise. 
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Start Now - Go to gamefly.com/psm 


GAME BOY advance 


PlayStation.2 


GameFly is the better faster way to get the 
games you want - and play them as long as 
^ you want. You get unlimited game rentals for 
one flat subscription rate, so you can try 
out as many games as you want. 

















H ey, it's a game with "remix" 
in the title that isn't for 
PSP! In fact, it's a beefed-up, 
marked-down version of one 
of the PS2's absolute best racing games. 

For your $20, this Greatest 
Hits reissue of the game that 


has filled out the disc with a whole 
new city (Tokyo) and a lineup of over 
20 new cars, including exotics such as 
the Ferrari F35S. Even the soundtrack 


the addition of new cars and Tokyo 
as a race location still make REMIX 
worth the price, but don't expect the 
' Asian locale to be tremendously 


got the upgrade treatment, with a song different in layout or looks from it 


out of 10 in our Jr 



list that now borders around 100. Stateside counterparts. 


insane sense of speed, and spot-on 
arcade-style car, truck, and motorcycle 
handling. Rockstar, in its generosity, 


prisingly easy to get ir 
plenty of challenge or 
you've already got the 




dset support in 



- combat 
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Samurai Champloo: Sidetracked 


Hip-hop samurais, so-so gameplay 


F ans of the anime know that Samurai 

Champloo blends modern day hip-hop and 
Edo period Japan to create the off-the- 
wall, wacky aesthetic that makes it so unique. 
Developer Grasshopper took a similarly stylized 
approach to Samurai Champloo: Sidetracked to 
create a world that excellently captures the feel¬ 
ing and tone of the anime, 

The gameplay consists of an obscene amount 
of hacking and slashing that’s a little deeper than 
a button-masher since you're given the ability 
to switch between two fighting styles on the fly. 


the combos don’t feel as varied as they ■ 
should. The lack of any camera control ■ 
can be frustrating at times, leaving you B 
with a less than optimal view of the action. ■ 
Where the game succeeds most is in B 
its presentation. If you’ve seen the show 
at all, you can’t help but love the way it’s 
been recreated. There’s also a cool 2D 
extra that’s a great play on Super Mario Bros. 
These may be superficial reasons to like the 
game, but sometimes that’s all that’s needed. 




































What's your style? Try them all with 19 warriors dressed to kill, enhanced strategy, 
all-new scenarios, and multiplayer challenges for up to 4 players. 





Available Now 

















J CMT Presents Karaoke 
'Revolution Country 

jj A hoot if music with twang's your thang 
% 


W l 

vi 


| hat do you do when 
: pretty much 
nailed the karaoke 
videogame formula over 
the course of four games? Specialize. 
The previous Karaoke Revolutions had 
us singing along with bubblegum pop, 
garage rock, lounge classics, and more. 
As its title suggests, this one's for the 
boot-scootin' crowd. 

Konami could have gone with a 


the cutting-edge musical mash of 
& Rich. All of the key features of 
previous games carry over, 
duets, multiplayer, and 
for both showing you live in the 
and putting your face on characters. 

Sadly, the game doesn’t feel very 
personalized for country music fans 
when it comes to its venues. Forget 
taking the stage at the Grand Ole 
Opry; the game simply recycles 


a showtunes spectacular old stages from earlier games. 


for its first genre-specific KR game, 
but you just can't beat the devotion 
of country fans. Fortunately, the game 
does them right, from the classic 
crooning of "Stand By Your Man" to 


In the grand scheme of things, 
this is the same great game it's always 
been, only for a much more focused 
audience, randy nelson 


1 





for continuing through the ranks, the game offers 
a string of virtual luxury items for your conspicu¬ 
ous consumption, ranging from diamond-encrusted 
chains to private airplanes. 

Phenom takes a more rags-to-riches approach 
than its progenitor, putting you in the high-tops of a 
kid looking to make it big in the world of street ball. 
Customization is key from the get-go: dozens of 
new sneakers, shorts, and accessories are at your 
disposal, and the list of attributes (speed, strength, 


you’re equipped with a basketball. 

At the end of the day, Phenom 
essentially a beefed-up NBA Jam: 
one-on-one gameplay isn’t signific 
deeper than that of the original Bal 


lifestyle 


— aren’t really anything we haven’t seen before, 
even if in other genres. Solid? Yes. Ground-break 
ing? Hardly, evanshamoon 


Bling is still the thing 

T he newest in the recent trend of “aspirational 
lifestyle simulators,” Phenom is the sequel 
to 2004’s NBA Bailers. Like its precursor, 
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DO NOT TRY THIS AT HOME. 
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T he original Naval Ops: 

Warship Gunner garnered a 
small if dedicated following, 
and for the sequel, developer 
Micro Cabin hasn't seen fit to muck 
about with it much, as the interface, 
controls, and basic strategy are almost 
exactly the same. 

Although billed as an action-strat¬ 
egy game, the emphasis is squarely on 
blowing stuff up real good. The con¬ 
trols are a bit wonky, but you quickly 
get used to them, and while the action 
isn't exactly fast-paced, it’s still excit¬ 
ing. On the strategy end, you research 


new weapons systems, engines, and so 
on, then use the parts to build bigger, 
better ships. The combination is sur¬ 
prisingly addictive, pitching your brain 
into coming up with new ways to be 
even more impressively destructive. 

The main addition to WG2 is 
submarine warfare of the "run silent, 
run deep" sort, and it's actually kinda 
disappointing that you haye to play 
through a significant chunk of the 
game before you even get a chance to 
pilot a sub. 

"Different" doesn't always mean 
"good," but in this case the two go r 


happily hand-in-hand. Give it a shot 
and you won't be disappointed. 

JEFF LUNDRIGAN 
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Without a clue 


T here are parts of Metal Saga that are kind 
of decent, even if they've been done a 
million times. It takes place in the sort of 
post-apocalyptic world you can find in half the 
games and anime ever created, and likewise the 
graphics, music, and combat system are so by- 
the-numbers that at times you’ll swear you’ve 
played this game before. However, while overly 
familiar, this stuff isn't the bad stuff. 

No, what makes it bad is that someone at 
Createch forgot why people play an RPG in 
the first place: cool characters and an interest¬ 
ing storyline. Or, you know, a storyline... any 


storyline... because Metal Saga doesn’t 

Seriously, 95% of the time the game 
gives you no hint or clue what to do 
next. So you drive around the world, 
randomly looking for things to do, and 
every once in a while that something 
triggers an event — which may or may 
not be connected to anything else going, 
on. There’s something broken about a 
game that periodically leaves you with 
no choice but to systematically go from 
town to town, talking to literally every freakin’ 
NPC in the world, in hopes that one of them 
will react differently than the last ten times. Not 
good. Simply, not good, jefflundrigan 



PSMI4.0 






























A New H e r d 
A Completely 


A New Era. 
New Onimusha®. 



BREATHTAKING OPEN ENDED CHOOSE FROM FIVE ALL NEW TWO-PLAYABLE CHARACTERS 

ENVIRONMENTS TO EXPLORE PLAYABLE CHARACTERS ON SCREEN AT ONCE, 

SWITCH BETWEEN CHARACTERS 
AT ANY TIME 


TEAM UP WITH A FRIEND 
IN UNLOCKABLE 
CO-OP MODE 



Visit www.esrb.orgl 
for updated rating 
information. 

WWW.CAPCOM.COM/ONIMUSHA 



PlayStation®B 

E3 















REVIEWS 


TRY TlflS 


stick admirably well. We would also 
be remiss if we failed to mention the 
graphics, as this is clearly one of the 
best-looking PSP games, with great 
in-game graphics coupled with 
impressive movies. 

The gameplay is no slouch, either, 
'ou've got the choice to play the game 
s you see fit: you can be stealthy if 
ou want, but you won't be penalized 
oo heavily if you'd rather run-and- 
gun. There are a lot more baddies if 
you play it the latter way, though, and 
the game can get a tad overwhelming 
if you don't use cover. 

Complaints are few, but they do 
hinder the overall experience. For 
the story, while having some twists, 
isn't all that compelling. Also, you 
have to tap up on the analog stick to 
take cover, but sometimes you aren't 
lined up correctly, so yoil end up 
getting shot; more forgiving context 


THE GAME THAT 
ACTJJALLYMADE 
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Syphon Filler: 
Dark Mirror 


T o say that Syphon Filter: 

Dark Mirror is better than its 
predecessor, Syphon Filter: 
Omega Strain, wouldn't be 
giving Dark Mirror its due — after all, it 
shouldn't be very difficult to improve 
upon the flat-out worst game in the 
series. No, we wish to pay Dark Mirror 
an even higher compliment: it's the 
game that actually makes us care about 
Syphon Filter again. 

Sure, the PS one outings were all 
good — more or less — but honestly, 
our interest started waning after the 
first game. However, by jumping to the 
PSP — another thing that we've had 
a declining interest in — Syphon Filter 
gets a fresh start. 

I So what is it about Dark Mirror that 
Jmakes it so great? Well, it isn't some 
Idumbed down PS2 port; this game has 
I been tailored for the PSP, and it shows. 
■Nowhere else is this more evident than 
in the control scheme, which gets 
around the lack of a second analog 


LOOKING GIASS LOOKS UKE ASS 

■9- Looks great; a Story could be 

third-person shooter more engaging; game 
that actually controls still has annoying 


HOW IT STACKS UP 


Filtering out most of the crap 


sensitivity would be nice. Sometimes 
it feels like the bad guys are 
omnivident, spotting you no matter 
how sneaky you think you are. 

The fact remains that this is one of, 
if not the best game in the series, and 
it's got some great multiplayer modes 
(playable online!) to further sweeten 
an already sweet game, justin cheng 
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Stolen from the best, almost better than the rest 


et's just get this out of the 
way right now: yes, Field 
Commander is almost a carbon 
copy of Nintendo's Advance 
Wars, but Advance Wars is one of the 
best turn-based strategy games around, 
so shouldn't we PSP owners get some 
of the love? 

In a'nutshell, you move different 
units afound a grid-based map. The 
strategy angle comes from the different 
abilities of each unit, though Field 
Commander one-ups Advance Wars by 
letting multiple units occupy the same 
square, assuming they're each on a 
different level (air, land, etc.). 

While everything is mostly in place, 


the enemy AI is uneven, sometimes 
annihilating your emits with ease, 
other times making stupid mistakes. 
This doesn’t help the already 
off-balanced mission progression, as 
there are times when you're able to 
breeze through a couple missions only 
to suddenly hit a wall. Also, waiting 
for your opponents to make their 
moves sometimes slows the pace of 
this already deliberately slow-paced 

Regardless, the game offsets these 
issues with some excellent battles that 
are not only fun, but perfect for the 
road ahead, justin cheng 




THE EDGE OF REASON! 


MX Vs. ATV Unleashed 


Fun... when you're not waiting for it to load 

C an a game be ruined by its technical results. There are a lot c 

shortcomings, no matter how solid the and plenty of stuff to un 

game itself may be? Well, in the case with It doesn't look too shab 


C an a game be ruined by its technical 
shortcomings, no matter how solid the 
game itseif may be? Well, in the case with 
MX Vs. ATV Unleashed: On the Edge, yes. This 
port of a great PS2 game is severely hurt by its 
interminable loading. 

Oh, don’t get us wrong, the game's still fun, 
with loads of vehicles, whether they be MX bikes, 
ATVs, monster trucks, or even golf carts. The 
trick system is also intuitive, though actually 
landing them can be problematic at times; of 
course, that’s where the ragdoll physics comes 
into play, with some cringe-worthy and humorous 


results. There are a lot of tracks, 
and plenty of stuff to unlock. 

It doesn't look too shabby, 
either — not as good as its 
PS2 sibling, but were you really 
expecting it to? Basically, On 
the Edge has all the makings of 
an entertaining romp. 

But how can you really enjoy a game that's 
supposed to be portable, that’s supposed to 
be playable anytime and anywhere, when you 
have to wait so long to start just one race? The 
answer: not very well, justin cheng 
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■♦■Racing and doing 

j ROAD RASH f jj 

should be; there are 
a lot of unlockables. 

is simultaneously P 1 
| boring and annoying. ■ 


























U nlike last year's MLB (yeah, 
that's it, just MLB), MLB 
2006: The Show has a more 
robust name, no bugs at all, 
and a helluva lot more to do when 
you're stuck on a long bus ride. 

The best bits in The Show are pretty 
much the same as the PS2 version 
— an accomplishment in and of itself. 
There's a full career mode, online 
play, and the great batting and pitch¬ 
ing controls. It's missing a few minor 
things from the console version, but 
90% of people won't even notice a 
missing leaderboard or two. 

Visually the game's not quite as 
crisp as it could be, but overall it's 
still a good looking game with a nice 


number of animations to boot. The 
commentary is a bit slim, but consid¬ 
ering everything else you're getting 
— namely the solid gameplay and 
wealth of modes and features — it’s a 
trivial concession. 

In the end, MLB '06: The Show is 
a definite MVP-killer — which might 
explain why EA didn't even bother 
with baseball this year. JOHNbrandon 
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BASEBALL j BASEBULL 

options; good pitch- not as many features 
ing and batting | as PS2 game, but^ 
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MLB 2006: The Show 


A pretty darn good road team 
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NO GO JOE. DOH! 


Viewtiful Joe: 
Red Hot Rumble 

It's fast, it's manic, it's 
not a whole lot of fun 

I t sounded good on paper: the colorful cast 
of Viewtiful foe slugging it out in a Smash 
Bros.-style melee. No-brainer! But Viewtiful 
foe: Red Hot Rumble takes Smash Bros.' con¬ 
trolled chaos and throws away any semblance of 
order and complexity. The game's action is so hard 
to follow, and so unsatisfyingly shallow, that it ends up 
being a confusing blur. 

Whereas Smash Bros, emphasized beating the crap 
out of friends, Red Hot Rumble offers a variety of objec¬ 
tives which vary by stage. Problem is, these aren’t more 
interesting than the aforementioned crap-beating; quite 
the opposite, actually. Collecting more diamonds? Hitting 1 
switches? It's hard to care about, much less enjoy, such indirect, 
abstract competitions., 
more so when you can 
even tell where your 
character is. 

Sadly, the few stages that 1 
do focus on direct combat VIEWTIFUL j CRAPTASTIC 
reveal that it just isn't very +The VJoe gang chao!!o 9 rt?fn'oh'^ S ° 

rewarding. Button-mashing graphsaregSodT I entrt'sjust'ha?dto 
is the best strategy as there's and so is the audio. | care about, 
no block, no throws, and 

very few moves to set the characters apart. 
VFX powers can be picked up, but they're 
just another gimmick. 

With that said, the graphics are nice, the 
sound is fine, and the characters are genuin- 
tely amusing. The core gameplay is terminal¬ 
ly flawed, though, and no amount of perks 
can make up for that. Rumble will go down as 
a lukewarm footnote in Viewtiful foe's red-hot 
history. 

BENJAMIN TURNER 
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A QUEEN MAY GOV ER 
THIS LAND. 

BUT YOU ALONE RULE; 
ITS DESTINY, 
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JANUARY 

WINNERS 


True Crime: New York City 

Marcus Valentin, Brooklyn, NY 


Winner, Event Two: Randy 


Event Three: CMT Presents: 
Karaoke Revolution Country 


Chris: ...Country. Bill, you be Ryan 
Seacrest and do commentary. 

It's... showtime! 


Bill: Twenty minutes 
have passed since the title 
screen of Karaoke Revolution 
Country appeared on the 
Thunderdome's TV screen. 

‘The competition has been 
fierce. Kaiser led off with a 
ful version of Kenny Rogers' 

"The Gambler." Reigning 
karaoke champion Randy 
Nelson flirted with disaster 
when he pulled a hamstring 
during his performance of the 
theme to The Dukes of Hazzard, 
but he rallied to get back into gold 
medal contention. Justin Cheng 
then turned in a sizzling rendition of "Save 
a Horse, Ride a Cowboy." 

The scoreboard is knotted up as the final 
contestant steps to the microphone. It's 
Chris Slate, though he appears to be wear¬ 
ing a fluffy, blonde wig, a flannel shirt with 
rhinestone buttons, and spurs. 

Wait! What's this? As the music begins, 
Chris has torn off his shirt to reveal a huge 
tattoo on his chest. There's a woman's face, 
and words above and below the tattoo... 
They appear to say "Tammy... Wynette." 
And now, he's begun to sing. He’s amazing! 


Chris: "Staaand byyy yyooouuurrr 
maaaaaannnn!!!" 


Kaiser: Like the accountant who sought 
to learn by arm wrestling with a gorilla, we 
must accept the wisdom of the moment... 


Randy: Wow, that girl is fantastic! 


[20 minutes later...] 





















February Caption Contest Winner 



FEBRUARY ISSUE WINNER: 

Ryan Lachata, Shelbyville, IL 


Caption Contest 



Pursuit Force 

Enter at the Cheats screen: 


Double wheel size 
Do double damage 
Get invincibility 


Big Wheels 
Double Damage 
Invincibility 


Gettin' Up: 

Contents Under Pressure 

Enter at the Codes screen: 


Get all levels 
IPULATOR 
Get all movies 
DEXTERCROWLEY 


WORKBITCH 
Get infinite health 
MARCUSECKOS 
Get infinite skills 
FLIPTHESCRIPT 
Get max health 
BABYLONTRUST 
Get max skills 
VANCEDALLISTER 


SIRULLY 

Get all black books 

SHARDSOFGLASS 

Get all characters in versus 

STATEYOURNAME 

Get all combat upgrades 

DOGTAGS 

Get all legends 

NINESIX 
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W hile gaming has evolved over the years, game 

magazines have mostly stayed the same. PSM is about 
to change that. We’re starting from scratch to create the 
world’s first truly modern games magazine, built around the 
games of today and the needs of today’s players. 
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Sneek Peek 


Here's just a taste of what you can expect from the new PSM: 



Y A clean, stylish look for 
KaR the kind of mature gamer 
that will line up for the PS3 
at launch. 


g stories that will 
I stop you and pull you in, 
instead of a catalog of by-the- 
numbers previews 
and reviews. 


m 


V We’ll separate the best 
Wm from the rest with 
unmatched widescreen 
coverage of the games that 
matter most. 


Ho' 


I No muss, no fuss - a 
clean, clear presentation 
without confusing sections 
or layouts. 



B08M 

f „ (NOT ACTUAL ” 
UPCOMING PAGES) 




Of Course, We’re Still... 

...completely independent and 100% trustworthy. 
...your number-one spot for the most, and biggest, 
PlayStation exclusives. 

...going to get a laugh out of you. 


a An amazing news and 
features section with so 
much packed in, it’s like its 
own magazine. 


ggR| The first-ever monthly 

sections dedicated to your 
favorite series, like Metal Gear. 

m Reviews designed to be 
'r rea d however you want to 
read them - check the score up 
front, browse the summary box 
or read our full in-depth analysis. 
We make it easy. 


@ More chances for you to get 
involved, see yourself in the 
magazine, and win big prizes. 




In the YEAR OF PLAYSTATION 3, and on the eve of PSM’S 10TH 
ANNIVERSARY the world s BEST-SELLING PLAYSTATION 
MAGAZINE is about to get TEN TIMES BETTER 
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The SEQUEL to the 

1 ACTION RPGX 

on the PSP “system* j 


Is Immerse yourself in an epic storyline 

g? brought to life through dramatic 

IP in-game cinematics and voiceovers. 

Experience five chapters of stunning 
new levels rendered in exquisite 
graphical quality and enhanced detail. 

Hack, slash and morph your way 
through the game with the help of 
the superior combat system. 


Pre-order now at WWW.UntOldlegendS.COm 
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Suggestive Themes 
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